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TO ALL WHOM IT MAY CONCERN: 

Be it known that we, Lee E. Cannon, a citizen of the United States, 
residing at 3550 Stucky Road, Bozeman, Montana 59715; and John P. 
O'Donovan, a citizen of the United States, residing at 66 Lancelot Lane, 
Bozeman, Montana 59718, have invented a new and useful GAMING 
MACHINES AND SYSTEMS OFFERING SIMULTANEOUS PLAY OF 
MULTIPLE GAMES AND METHODS OF GAMING, of which the following 
is a specification. 
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GAMING MACHINES AND SYSTEMS OFFERING SIMULTANEOUS PLAY OF 
MULTIPLE GAMES AND METHODS OF GAMING 

BACKGROUND OF THE INVENTION 

[0001] Field of the Invention . The present invention relates to gaming devices, systems 
and methods for playing games of chance. More particularly, the present invention relates to 
apparatus, systems and methods for displaying and playing multiple games of chance of the 
same or varying types on a single display screen. 

[0002] State of the Art . Gaming machines such as slot machines, keno machines and 
video poker machines are popular sources of entertainment that have been a cornerstone of the 
gaming industry for many years. Generally, the popularity of such gaming machines with 
players is dependent upon the entertainment value of the machine relative to other available 
gaming options, as well as the likelihood (or perceived likelihood) of winning money at the 
machine. As a result, casino operators are constantly looking for ways to enhance the 
entertainment value and perceived payoff values of the games of chance located within their 
establishments. 

[0003] Presently, factors contributing to increased entertainment value of gaming 
devices are linked to recent advances in microprocessor and communications technologies that 
enable new and interesting variations in traditional games of chance and gaming devices, 
including ease in accessing and playing the various games. For example, gaming devices have 
been networked together for tournament play, and linked to the Internet to allow play from 
remote locations. Today, players may opt to swipe their credit or debit cards in a gaming device 
to initiate a game or a series of games, and video displays realistically simulate board games and 
the spin of mechanical reels on a slot machine. While player-enticing advances have been made, 
however, the available technology has not been utilized to the fullest extent possible. 

[0004] Slot machines, while typically among the most lucrative sources of income for a 
casino, are one type of gaming machine that has not benefitted as much as possible from recent 
technological advances. Traditional slot machines commonly in use are typically stand-alone 
devices intended to be played by a single player. To initiate play, a player inserts one or more 
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coins or bills therein (or swipes a credit or debit card) and either pushes a button or pulls a lever 
to begin play. Depending on the final position of the spinning wheels within the slot machine, 
the machine determines whether or not and how much the player has won. 

[0005] FIG. 1 is a perspective view of a conventional gaming machine configured as a 
slot machine 20. Slot machine 20 comprises an exterior housing 22, a glass mid-section 24, a 
main display 26, and an upper glass portion 28. Main display 26 includes windows 30, 32, and 
34. In each of windows 30, 32, and 34 is a single reel 36, 38, 40 of the slot machine. Spanning 
windows 30, 32, and 34 are various paylines, including horizontal paylines 42, 44, 46 and 
diagonal paylines 48, 50. Upon the deposit of an appropriate amount of currency recognized by 
slot machine 20, one or more of the paylines may be selected by a player, thus allowing for 
multiple winning combinations. 

[0006] The upper glass portion 28 and glass mid-section 24 typically contain printed 
information conveying various thematic, instructive, and informative details, such as a paytable 
display, relating to the operation of slot machine 20. Upper glass portion 28 and glass mid- 
section 24 are also typically backlit so that information printed on them is readily visible to 
players of the machine. Play buttons 58 are provided between glass mid-section 24 and main 
display 26 and allow the player to control operation of slot machine 20. A coin acceptor 60, bill 
acceptor/validator 62, and credit card/casino card input device 64 are provided near play buttons 
58 for operation of slot machine 20. A coin tray 62 is provided near the lower third of slot 
machine 20 to collect coin pay outs resulting from winning plays. 

[0007] One feature in reel-type slot machines which has been successfully employed to 
enhance the perceived payoff value of a game is that of multiple paylines, scatter-pay wins or 
unusually-shaped paylines. To achieve these various winning configurations, the mechanical 
reels of traditional slot machines have been replaced with video simulations of reels whose 
available range of indicia (e.g., symbols) are expanded by use of a microprocessor. Such games 
allow the player to select the number of paylines and to vary the amount of credits wagered on 
one or more paylines. Winning combinations resulting in pay outs are determined as a result of 
matching the game's paytable with payline or other winning combination of indica selected by 
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random number generation. Thus, such machines afford more opportunities to win with each 
activation of the reels. When placing bets on multiple paylines, the player increases his chances 
for achieving a winning combination while at the same time betting more money. 

[0008] In further efforts to make slot play more attractive to casino patrons, systems 
have been disclosed which offer a plurality of slot machines which are electronically networked 
together and congregated about a common area. In U.S. Patent 4,805,907 to Hagiwara et al. 
("Hagiwara"), a system is disclosed in which a plurality of subordinate slot machines have their 
outputs connected to a main machine for controlling the game and having a large display 
thereon. The large display on the main machine is identical to the display shown on each 
subordinate machine, and allows the players and spectators to observe the progress and results of 
a game. Hagiwara teaches that the "feeling of togetherness" created by the networked system 
attracts more players and consequently brings about more profit to the owner of the slot 
machine. 

[0009] To increase the opportunity to win, some players prefer to play several slot 
machines (or gaming machines of other various types) at once. With a higher number of spins 
per time period of play, the odds of at least one spin turning up a winning combination will be 
increased. Typically, a player playing two or more gaming machines at once will move back and 
forth between the machines to deposit money, wager credits, and initiate play. Since the player 
is playing multiple games at once, the amounts cumulatively wagered by the player will typically 
be greater. There are several disadvantages, however, to this mode of play. First, players may 
find moving between several machines inconvenient and economically difficult, particularly 
when a player desires to engage in an increased rate of play. Second, during peak hours, players 
on multiple machines may prohibit other casino patrons from partaking in and enjoying games of 
chance on those "partially" occupied machines. Third, from a casino operator's point of view, 
multiple machines used for concurrent, but naturally slower play by a single player may take up 
valuable floor space that could otherwise be used to optimize revenues. 

[0010] U.S. Patent 5,890,962 to Takemoto ("Takemoto") attempts to solve certain of 
the aforementioned disadvantages by disclosing a video slot machine display having multiple 
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individual display parts which each make up a 3 x 3 display of indicia (each display part have 
nine symbols arranged to simulate three reels). In one exemplary embodiment, each of the 
display parts has five available paylines. Takemoto discloses that a player can select one or 
more individual display parts and any number of available paylines for simultaneous play. 
Takemoto also discloses betting lines extending to symbols spanning across two or more 
selected individual display. In a further embodiment, Takemoto discloses a method of play that 
may result in a "big win", wherein each of a predetermined number of continuous display parts in 
the horizontal, vertical, or diagonal direction are determined to have individual wins. While 
advantageously providing new types of games and reducing floor space that might otherwise be 
used for multiple play by a single player, the disclosure of Takemoto is somewhat limited in 
terms of display options, player options, and in methods of play. For example, the device of 
Takemoto is restricted to slot machine play; all simulated reels are taught to be activated 
simultaneously; and the individual display parts are taught to be in fixed positions in an array on 
the gaming machine display. 

[0011] In U.S. Patent 6,159,095 to Frohm et al. ("Frohm"), simultaneous multiple game 
play is extended to a variety of casino games, including video poker, bingo, keno, and reel slot 
machines. In one embodiment, multiple games of the same type are electronically shown on 
game boards arranged in a stack and displayed on a touch screen. The number of game boards to 
be played in the stack is selectable by a player, and winning game boards appear to pop-up from 
the stack in "cash-register-like fashion." Frohm teaches that the face of any particular game 
board is viewable by a player upon touching the game board on the touch screen display; when 
the game board is touched, it slides out from the stack to expose its face. 

[0012] In another embodiment taught by Frohm, gaming machines for playing reel-type 
slots or video poker are disclosed which include multiple visual display sections (i.e., multiple 
areas on the gaming machine each display a game of chance). In the slot machine device of this 
embodiment, Frohm teaches that each visual display section includes its own set of rotatable 
reels, and that each of the reel sets are simultaneously placed in motion upon pushing a "play" 
button or pulling a lever. A microprocessor then selects game outcomes for the reels and 
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determines whether a winning combination has been achieved. Frohm further teaches that a 
primary set of reels on a first display may be stopped first in time, and that a winning outcome of 
less than five symbols from the primary reel set may be automatically carried over to a second or 
third set of reels, etc., to give a player the opportunity to improve on a winning combination. In 
this embodiment, Frohm teaches that symbols from a winning combination are applied to a 
second reel set, and that the remaining reels of the second reel set are thereafter stopped and a 
game outcome determined from the combination of the carried-over symbols and the remaining 
symbols of the second reel. 

[0013] A similar scheme of multiple displays and carried-over game elements is 
disclosed by Frohm for the play of video poker. Similarly to Takemoto, the electronic gaming 
devices of Frohm provide new types of games and multi-play enhancements while making use of 
a minimal amount of casino floor space. Frohm, however, is also somewhat limited in the scope 
of games offered, and in available player and display options. In particular, Frohm does not 
disclose mutually concurrent play of a plurality of differing games of chance on a single screen 
display. 

[0014] U.S. Patent 6,203,428 to Giobbi et al. also teaches an electronic gaming 
machine for playing multiple games of the same type substantially at the same time. Like one 
embodiment of Frohm, Giobbi et al. employs pop up game boards, each representing an 
individual game. 

[0015] Various other electronic games and their methods and apparatus for use are also 
well known in the art. Electronic games include games of chance, games of skill, and games 
involving both skill and chance. Examples of several patents describing games of chance 
include U.S. Patent 5,833,536 to Davids et al. (electronic card games), the disclosure of which is 
hereby incorporated herein by reference, U.S. Patent 5,769,716 to Saffari et al. ("falling symbol" 
game), U.S. Patent 5,820,460 to Fulton (video poker game), and U.S. Patent 5,947,820 to Morro 
et al. (slot machine-puzzle game combination). 

[0016] In order to maintain a casino patron's interest in games of chance, there is a 
continuing need for gaming machine manufacturers to produce interesting and exciting game 
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variations and attractive enhancements. In addition, casino operators constantly strive to 
increase profits by maximizing available floor space. Accordingly, there exists a need in the art 
for new gaming machines permitting concurrent play of multiple games on a single gaming 
device. 

BRIEF SUMMARY OF THE INVENTION 
[0017] The present invention includes a gaming device configured for mutually 
concurrent play of a plurality of independently operable games of chance, the games of chance 
being mutually concurrently displayable on a single display screen. At least some of the 
independently operable games of chance may be the same game, or same type or class of games 
such as, for example, different poker games. 

[0018] In one aspect of the invention, at least some of the independently operable 
games of chance are mutually concurrently displayable in a plurality of graphically distinct 
windows on the single display screen. In accordance with another aspect of the invention, the 
graphically distinct windows can be adjusted by a player in terms of window size and location. 
In accordance with yet another aspect of the invention, the gaming device is configured to be 
linked to a network of other gaming machines, and further configured to play a tournament game 
of chance mutually concurrently with at least one of the independently operable games of 
chance. In accordance with yet another aspect of the invention, the gaming device is configured 
for play of at least one of the independently operable games of chance while mutually 
concurrently displaying play of a game of chance occurring at remotely located gaming device. 
A Sports Book event may also be wagered on and viewed mutually concurrently with play of at 
least one of the independently operable games of chance. In an additional aspect of the 
invention, the gaming device is configured for mutually concurrent play by two or more players 
of a plurality of independently operable games of chance displayable on the single display 
screen. The gaming device of the present invention may also include a master start button 
configured for simultaneously initiating a plurality of the independently operable games of 
chance. 
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[0019] In another embodiment, a gaming machine configured for playing a plurality of 
games of chance is disclosed. The gaming machine includes a single display screen configured 
for mutually concurrent display of a plurality of gaming windows wherein each of the plurality 
of gaming windows is configured for displaying an independently operable game of chance, the 
independently operable games of chance selectable from a plurality of differing games of chance 
playable on the gaming machine. In the embodiment, at least one of the plurality of gaming 
windows is configured for displaying at least one independently operable game of chance which 
differs from an independently operable game of chance displayable in at least one other gaming 
window of the plurality of gaming windows. The gaming machine includes at least one 
microprocessor in electrical communication with the plurality of gaming windows, the at least 
one microprocessor configured for concurrent play of at least some of the plurality of games of 
chance displayable concurrently on the single display screen. In a currently preferred aspect of 
the embodiment, the gaming machine further includes an embedded web server configured to 
facilitate remote access to the gaming machine. In accordance with another aspect of the 
embodiment, the gaming machine is configured for mutually concurrent play of respective 
games of chance by at least one remotely linked player and a player directly activating external 
player controls on the gaming machine. 

[0020] The present invention also includes a method of conducting a wagering activity. 
The method includes providing a player with a plurality of games of chance mutually 
concurrently playable on a single screen display of a gaming device, accepting at least one wager 
for initiating play of at least two of the plurality of games of chance via the gaming device and 
enabling mutually concurrent play of the at least two of the plurality of games of chance on the 
single screen display. In accordance with various aspects of the embodiment, the method also 
includes activating a bonus game of chance in response to a specific outcome from the mutually 
concurrent play of the at least two of the plurality of games of chance on the single screen 
display, and playing the bonus game of chance mutually concurrently with at least one of the 
plurality of games of chance. Specific outcomes occurring from play of the plurality of games of 
chance may also activate a game outcome award multiplier or other enhancement and/or qualify 
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the player for entry into a tournament game of chance. Preferably, a numerical value of the 
multiplier is tied to the number of substantially simultaneous wins resulting from play of the 
plurality of games of chance. 

[0021] In a still further embodiment, a method of playing an electronic gaming device 
is disclosed. According to the subject method, the electronic gaming device is configured for 
playing a plurality of games of chance on a single screen display. The method includes initially 
providing a player with a first game of chance of the plurality of games of chance, playing the 
first game of chance to a specific game outcome; responsive to the specific game outcome, 
providing the player with a second game of chance of the plurality of games of chance and 
playing the first game of chance mutually concurrently with the second game of chance. In 
currently preferred aspects of the embodiment, a third game of chance is provided for mutually 
concurrent play with the first and second games, and the first, second and third games of chance 
may differ from one another. 

[0022] In another embodiment of the present invention, a method of conducting a 
wagering game of chance on a gaming device is provided. The method includes providing a 
player with a plurality of games of chance displayed on a single screen display of the gaming 
device, providing the player with a first round of play in which to achieve a specific outcome in 
at least one of the plurality of games of chance, mutually concurrently playing the plurality of 
games of chance by the player to a specific outcome in at least one of the plurality of games of 
chance, freezing play of the at least one of the plurality of mutually differing games of chance, 
providing the player with a second round of play in which to achieve a specific outcome in the 
remaining games of chance and mutually concurrently playing the remaining games of chance 
by the player to a specific outcome in at least one of the remaining games of chance. As an 
alternative to eliminate idle time with respect to play of any games, a game having a winning 
outcome during a first round of play may be reenabled for play in the second round, with the 
previous win being logged and retained in memory of the gaming device. In accordance with a 
currently preferred aspect of the embodiment, each of the first and second rounds of play 
comprise a predetermined number of plays or a predetermined time period in which to achieve a 
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specific outcome in at least one of the plurality of games of chance. The method may also 
include resetting play of the gaming device if the player does not achieve a specific outcome in 
at least one of the plurality of games of chance during the first or second rounds of play. 

[0023] The present invention affords an opportunity to substantially concurrently play 
and display a plurality of games. It is contemplated that at least some of the games so played 
and displayed may be of differing types, although this is not required. The present invention 
also encompasses the play and display of games which may be played either substantially 
simultaneously, sequentially, randomly or in a manner wherein an outcome of a first game 
moves play to a successor game or multiple successor games. Further, the present invention 
includes beneficial cooperation of selected outcomes of multiple games so that, for example, 
some or all winning outcomes of a plurality of games being played substantially concurrently 
result in an increased, or bonus, award. 

BRIEF DESCRIPTION OF THE SEVERAL VIEWS OF THE DRAWINGS 
[0024] The foregoing and other advantages of the invention will become apparent upon 
reading the following description of the preferred embodiments and upon reference to the 
drawings in which: 

[0025] FIG. 1 is a schematic of a conventional, prior art electronic gaming machine; 

[0026] FIG.2 is a schematic diagram of a preferred configuration of a gaming device 
according to the present invention; 

[0027] FIG. 3 is a block diagram of an exemplary architecture of a gaming device 
according to the present invention; 

[0028] FIGs. 4A-4C are schematic diagrams illustrating various gaming window 
configurations for gaming devices according to the present invention; 

[0029] FIGs. 4D-4F are schematic diagrams illustrating the present invention in various 
networked configurations and including various gaming window configurations for use in the 
networked configurations; 
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[0030] FIG. 5 is a schematic diagram of a gaming machine configuration according to 
the present invention wherein the gaming machine is linked to a web-based device through a 
network; and 

[0031] FIG. 6 is a schematic diagram of a multi-player gaming machine configuration 
according to the present invention. 

DETAILED DESCRIPTION OF THE PREFERRED EMBODIMENTS 
[0032] Generally, the present invention provides new and enhanced gaming machines 
and methods of using such gaming machines. While the invention is described in terms of 
certain specific embodiments, it is by no means so limited. Numerous specific details of these 
embodiments are set forth in order to provide a thorough understanding of the present invention. 
It will be apparent, however, that the present invention may be practiced without limitation to 
many of the specific details presented herein. 

[0033] The present invention may be characterized as a gaming system which allows 
players to concurrently play multiple games on a single display screen. As used herein, the terms 
"gaming", "gaming devices" and "gaming machines" are used to indicate that some form of 
wagering may be involved, and that players may make wagers of value, whether actual currency 
or some currency equivalent, e.g., token or credit. 

[0034] As used herein, the term "independently operable" as applied to play of a 
plurality of games according to the present invention does not exclude one or more games 
enabling play of one or more other games, or outcomes or partial outcomes of one or more 
games interacting with outcomes or partial outcomes of one or more other games to, for 
example, provide an enhanced award or jackpot, a potential for such enhanced award or jackpot, 
or even to provide an award in a subsequent game related in part to an outcome or partial 
outcome of a prior game. Instead, "independently operable" merely refers to a game architecture 
wherein, once a game is in play, the play proceeds to an outcome which, during play, is 
unaffected by play or an outcome of another game. The outcome, however, of an individual 
game may be modified by subsequent interaction with another game. 
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[0035] A first embodiment of the invention is described in relation to the illustration in 
FIG. 2. FIG. 2 shows a perspective view of a gaming machine 70 having a single display screen 
72 supported by an exterior housing 74. Single display screen 72 may typically comprise a high 
resolution CRT display, although other types of displays such as liquid crystal displays (LCDs), 
plasma displays, field emission displays (FEDs), digital micro-mirror displays, LCD touch 
screens, etc., are also contemplated for use with the invention. Single display screen 72 is a 
physically contiguous screen of a size that allows the simultaneous display of a multiple games 
of chance, and thus may be configured to be relatively larger than the display screen of most 
conventional gaming machines. Preferably, single display screen 72 is a high resolution screen 
configured for graphics intensive viewing. By "high resolution" it is meant that the screen has a 
pixel count of about 90 pixels per square inch or greater. Preferably, single display screen 72 
may have a pixel count ranging from about 100 to about 200 pixels per square inch, or higher. 

[0036] The exterior housing 74 of gaming machine 70 is configured with a console 75 
having a variety of player input devices 76 thereon which relate to the operation and display 
configuration of gaming machine 70 in the conduct of a variety of games of chance. Such player 
input devices 76 may include, for example, game selection buttons 77, play buttons 78, wagering 
buttons 79, master start button 80, and keyboard 81, as well as other types of devices allowing 
the gaming machine user to select various games and/or game options. The player input devices 
76 may also include other separate player input devices (generically indicated by reference 
character 76), such as a mouse, touchpad, joystick, rollerball, keypad, or other mechanical or 
electrical, electronic, magnetic or optical switching or control elements, to facilitate player 
interaction with gaming machine 70. Single display screen 72 may have a plurality of touch 
sensitive locations thereon (not shown) as an alternate means for operating and interacting with 
gaming machine 70 (see U.S. Patent 5,951,397 to Dickinson, the disclosure of which is hereby 
incorporated by reference herein). 

[0037] Gaming machine 70 also includes one or more wagering input components 82 
of known types, such as a coin acceptor/validator, bill acceptor/validator, and a credit card/debit 
card/smart card reader, to permit a player to activate and wager on various games of chance to 
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be played. One or more credit meters 84 are also provided to keep track of currency available 
for wagering. The credit meters 84 may be electronically displayed on a portion of the single 
screen display 72, or incorporated in an appropriate but separate area on exterior housing 74 as 
shown. A wager indicator (not shown) is provided in an area of gaming machine 70 clearly 
visible to a player. A coin tray 86 or other payout component as is known in the art is also 
included as an element of gaming machine 70. Of course, information relating to the play of the 
gaming device, such as game play instructions and thematic information, may be displayed on 
one or more exterior surfaces of gaming machine 70. Various audio and lighting output devices 
(not shown) may also typically be incorporated into gaming machine 70. Preferably, gaming 
machine 70 may be configured with network interface apparatus (not shown) such as ports, cable 
connections, and/or network cards for linking gaming machine 70 to a casino intranet and/or 
other network (e.g., a local area network (LAN), a wide area network (WAN), the Internet (also 
referred to as the World Wide Web), etc.). 

[0038] Gaming machine 70 may be configured for simultaneous, sequential, and/or 
random play of a variety of games of chance at the same time. 

[0039] By "simultaneous play" it is meant that a plurality of selected games may be 
initiated for play at the same time and wherein the image representations for each of the selected 
games are substantially mutually concurrently displayed on single display screen 72. 
"Simultaneous play" is referred to interchangeably herein as "mutually concurrent play." After 
initiation of simultaneous play, game outcomes may be simultaneously, sequentially, or 
randomly displayed on single display screen 72. Preferably, however, game outcomes for a 
"simultaneous play" mode are revealed on single display screen 72 in a synchronous fashion 
(e.g., the game outcomes are displayed one at a time and according to predetermined intervals). 

[0040] By "mutually concurrently displayed" it is meant that one or more players on 
gaming machine 70 may view the images of all selected games at once and at a single point in 
time. 

[0041] By "sequential play" it is typically meant that a plurality of games initially 
"mutually concurrently displayed" single display screen 72 in the manner described above may 
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be initiated for play in an ordered sequence. Preferably, games selected for sequential play have 
their game outcomes revealed in the same order in which the games were initiated for play. 
Thus, games selected for "sequential" play may typically initially result in the image 
representations of the games being displayed mutually concurrently on single display screen 72, 
and may have only the game outcomes revealed in sequential fashion. 

[0042] By "random play" it is meant that multiple games selected for play are initiated 
and/or have their outcomes randomly determined by a microprocessor of gaming machine 70. In 
"random play", the game images of a plurality of games of chance may typically be mutually 
concurrently displayed. 

[0043J Examples of games which may be simultaneously, sequentially, and/or 
randomly played on gaming machine 70 include, but are not limited to: video spinning reel slot 
machines, video poker card games, video blackjack games, video keno games, video bingo 
games, video roulette games, etc.. Gaming machine 70 may preferably further be configured for 
play of a large number of variations of each of the assorted categories (classes) of games of 
chance. For instance, assorted reel slot machine games having varying configurations can be 
selected as having, for example, differing indicia (other than the traditional "7-7-7", cherries, 
bars, bells, etc.), different numbers and/or configurations of pay lines, and/or varying numbers of 
reels. As a comprehensive illustrative example, gaming machine 70 may be adapted for play of 
any type of game of chance located in the casino in which gaming machine 70 resides or which 
may be otherwise provided by the property or another site for remote gaming. Of course, the 
arrangement and function of player input controls 76 are configured appropriately for the types 
of games that can be played on gaming machine 70. New game play variations may also be 
provided on gaming machine 70, as is described in more detail below. 

[0044] FIG. 3 is a block diagram of an exemplary system architecture 108 for gaming 
machine 70. Central to the operation of gaming machine 70 is at least one digital 
microprocessor 110; digital microprocessor 110 containing logic circuits for executing and 
operating a plurality of differing games of chance. In a currently preferred aspect of the 
invention, digital microprocessor 1 10 is configured to display and operate a plurality of mutually 
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concurrently displayed games simultaneously, sequentially, and/or randomly. Digital 
microprocessor 110 thus contains logic circuits for a variety of functions, including, but not 
limited to: controlling graphics on single display screen 72, interacting with players, determining 
game outcomes, sending and processing network information, and the like. Digital 
microprocessor 110 may preferably support a variety of Internet protocols, such as Simple Mail 
Transfer Protocol (SMTP), Hyper Text Transfer Protocol (HTTP) File Transfer Protocol (FTP), 
and the like. 

[0045] Programs relating to the operation of gaming machine 70 may typically be 
stored in ROM (read-only memory) 112. The ROM 112 may be detachable or an erasable and 
programmable read-only memory (EPROM), or an electrically erasable and programmable 
read-only memory (EEPROM) may be used as the ROM. The system architecture 108 also 
contains random-access-memory (RAM) 1 14, a portion of which may preferably be dedicated as 
graphics memory 115. Video random-access-memory (VRAM) 116 may also be provided for 
storing and rendering background pictures to be displayed on single display screen 72 (see FIG. 
2). A storage medium 1 18 (e.g, a hard disk or CD ROM media) containing appropriate 
operating system software, program software, and storage capacity is preferably included to 
support the various enhanced capabilities of gaming machine 70. Storage medium 118 miay be 
utilized in addition to, or instead of, the ROM firmware 1 12 for storing the various gaming 
programs. In this regard, digital microprocessor 110 may be configured for cooperative 
processing of software from ROM 112, storage medium 118, and any external sources of 
software (e.g., Java™ programs or other executable software downloaded from an external file 
server or computing device linked to a network interface, as hereinafter described). 

[0046] Digital microprocessor 1 10 is further linked to a network interface 120 which 
provides external bi-directional communication capabilities for gaming machine 70. Network 
interface 120 may be linked to a casino intranet (i.e., a LAN), a (WAN) and/or the Internet 
through devices (e.g., servers and routers) and communication links 122 well known in the art, 
including, without limitation, twisted-pair wire, coaxial cables, fiber optics, and/or radio wave or 
other wireless transmission. 
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[0047] In a preferred embodiment, a webserver 124 is incorporated into the hardware 
of gaming device 70 and linked to digital microprocessor 110 and network interface 120 to allow 
access to gaming machine 70 by remote users through communication links known in the art. 
Preferably, webserver 124 is contained within the exterior housing 74 of gaming machine 70 
(see FIG. 2). Of course, webserver 124 may be assigned a unique "address" on the intranet, 
WAN, and/or Web, such as a Uniform Resource locator (URL) address. 

[0048] With reference to FIGs. 2 and 3, digital microprocessor 1 10 is in electrical 
communication with a CRT 126 of single display screen 72, player input devices 76 (such as 
game selection buttons 77, play buttons 78, wagering buttons 79, keyboard 81, and wagering 
input components 82), ROM 1 12, RAM 1 14, graphics memory 115, and storage medium 118. 
For simplicity and ease of reference, the term "gaming device" may be used herein from time to 
time to designate some or all of the other components, elements and features of a gaming 
machine 70 other than display screen 72. 

[0049] Again referring to FIGs. 2 and 3, a player initiates operation of gaming device 
70 by input of a recognized form of currency in one of wagering input components 82. Using 
one or more of game selection buttons 77, a player may choose to play one or more games of 
chance of the same type and/of a varying type or class, with the number of available games 
primarily dependent upon the amount of credits owing to the player. For example, a player may 
choose to mutually concurrently play one instance of a reel slot machine game, one instance of a 
video poker game, one instance of a keno game and one instance of a blackjack game by 
selecting those games using player input controls 76 on console 75 or touch screen locations of 
single display screen 72. As a second example, a player may use the available player input 
controls to choose to play one or more instances of the same game type or class (e.g., a player 
may select several reel slot machine games having the same or varying pay line configurations). 

[0050] Upon selection of the games, a video representation (image) of the various 
games preferably appears, with each image appearing in an individual game window 88 on 
single display screen 72. Preferably, the video representation of the selected games may be a 
full (rather than, for example, merely icons or text symbolic of a given game) image 
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representation of the particular game. Thus, the games in individual game windows 88 on single 
display screen 72 appear to the player in a conventional game form. In other words, the game 
images of the present invention may be recognized by the player as conventional game images of 
various games of chance. Therefore, various numbers of slot reels with indicia may be displayed 
in a game window 88 for a video slot machine game, a deck of cards or one or more dealt cards 
may be displayed for a video blackjack game, the appropriate "boards" may be displayed for 
video bingo and keno, etc.. 

[0051] As used herein, the term "game window"or "gaming window" refers to an 
individual area on single display screen 72 which contains an electronic image of a single game 
of chance supported by gaming machine 70. Such gaming windows may be of differing sizes, 
and bordered or unbordered to define a traditional "window". 

[0052] Preferably, each game window 88 is capable of being controlled and operated 
independently of other game windows 88. As such, each game window 88 can be generally 
referred to as independently operable and graphically distinct from game portions of each other 
game window 88. By "graphically distinct" it is meant that the games within the game windows 
88 may be visually distinguished from one another by, for example, varying degrees of screen 
illumination intensity. Various interactions between the game windows 88 are contemplated, 
however, by exemplary embodiments described in detail below. A conventional CRT screen 
may be employed to display a multiplicity of games on single display screen 72 by actuation of 
digital microprocessor 1 10 to conduct the games in rapid sequence and then cause the visually 
perceptible manifestations of the games to raster scan on single display screen 72. For some 
games, such as card games, game action is in part dependent upon a hand or partial hand dealt by 
microprocessor 110 and in part on discards and replacement cards dealt responsive to player 
input. Therefore, a number of concurrently played card games may be in a virtual state of 
partially played suspension while a player focuses on a particular game requiring his or her 
input. However, with the high speed of state of the art microprocessors and memory, 
transitioning from one game to another appears virtually instantaneous to a player, and playing 
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different types of games (i.e., card, reel type and board type games) in a perceptibly mutually 
concurrent manner is easily effected. 

[0053] One alternative employing CRT technology is a so-called "picture in picture" 
CRT display, wherein a smaller and independently-driven picture is caused to appear within the 
larger display. By using picture in picture technology, the game requiring player interaction is 
caused to appear on the smaller, picture in picture display while other games not requiring player 
interaction or which are in a partially played, suspended state are displayed on the major portion 
of the screen. As a specific example, one portion of a picture in picture screen may be used to 
display an image generated locally at the gaming machine with which the display is physically 
associated, while the other portion may be used to stream a video feed, for example, from a 
remote location such as a "Sports Book" event. 

[0054] Another alternative game display with multiple windows or display segments 
may be provided using a flat panel display with discrete, separately-controlled sub-arrays 
fabricated on a semiconductor substrate or a plurality of arrayed semiconductor substrates, 
employing, for example, technology developed by Micron Technology, Inc. of Boise, Idaho. By 
incorporating multiple windows or display segments in a single display through sub-arrays at 
predetermined locations, each of the different sub-arrays may be activated simultaneously using 
different signals for each gaming window 88. This approach allows gaming machine 70 to 
display multiple distinct images responsive to distinct signals on a single display, to easily 
integrate images from multiple sources, and to manipulate one or more of those images without 
affecting the others. 

[0055] Preferably, each game window 88 is arranged on the screen so as to occupy a 
predetermined area wherein the displayed games may proportionally span across the substantial 
majority of single display screen 72 in a non-overlapping array fashion, as shown in FIG. 4A. In 
the situation of a single game selected for play, the single game image may occupy a relatively 
large portion of single display screen 72. If multiple games are selected for simultaneous play, 
the mutually concurrently displayed game images may be relatively smaller than would be the 
displayed image for a single game on single display screen 72. Thus, higher numbers of selected 
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games may typically result in the images of those games being of relatively smaller proportion in 
relation to images for lesser numbers of selected games. Background pictures and/or video 
outputs may also appear and/or be selected to appear on single display screen 72. 

[0056] The skilled artisan will recognize that gaming machine 70 may also be 
configured to play multiple instances of only a single class of game (e.g., the class of video 
poker games), or a single type of game within a game class (a 7-card stud game of video poker 
game ). For example, gaming machine 70 may be configured for the play of multiple games of 
video poker, the video poker games each being the same type of video poker game (i.e., each 
video poker game having the same play parameters and rules). Alternatively, gaming machine 
70 may be configured to play a wide variety of video poker games, the video poker games being 
selected from the assorted types of poker games within the class of all known video poker 
games. The player may then select the number of games to be played, or may be provided with a 
predetermined number of games that appear on single display screen 72. Many variations of this 
theme are possible with other games of chance (e.g., reel slot machine games), and are 
contemplated as within the scope of the invention. It is also contemplated that gaming machine 
70 may be configured for optional play of a single game displayed on single display screen 72 or 
of multiple games, as desired, so that gaming machine 70 will not sit idle when patrons not 
interested in multiple, concurrent gaming are not present. 

[0057] A player may also request gaming machine 70 to randomly select a variety of 
games to be played in simultaneous, sequential, or random fashion. In this embodiment, a 
player may preselect a number of games to be played, then select a player input control 76 
instructing a microprocessor associated with gaming machine 70 to randomly determine the 
class and/or types of games offered for play in gaming windows 88. 

[0058] In one currently preferred aspect of the embodiment as shown in FIG. 4A, a 
player is provided with the option to arrange and adjust the size of one or more game windows 
88 in a desired fashion. For instance, a player primarily interested in viewing the results of a 
video poker game may chose to have the displayed window 88 of that particular game sized 
substantially or somewhat larger than other games mutually concurrently displayed. As shown 
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in FIG. 4A, a video poker game window 90 has been increased in size in relation to several (two) 
reel slot machine game windows 92. Similarly, if numerous games are chosen, a player may 
selectively adjust the size of one or more game windows 88 larger or smaller than the size 
initially displayed, in accordance with the player's preference. The game window 88 may be 
sized or relocated, for example, by way of player input controls 76 located on console 73 and/or 
by touch screen locations on single display screen 72. 

[0059] In a second aspect of this embodiment, a player may be prompted by software 
associated with gaming machine 70 to select the size and location of each game window 88 after 
game selection has occurred. The available adjustments to the size of game windows 88 may be 
preset in relation to a default setting of a displayable game window 88 for ease of player 
selection. For example, a player may select individual game window sizes which are 25%, 50%, 
75%, 125%, or 150% of the originally displayed game window size. Optionally, a player may 
select a desired game window 88 of any desired size, for example, by keyboard 81 entry or other 
player input controls 76. To reset a game to the original (default) game window size, a player 
may be provided with a 100% sizing option or the opportunity to switch to "default" settings. 
Automatic enlargement of game windows 88 containing winning game outcomes is also 
contemplated by the invention. 

[0060] In yet another aspect of the embodiment (shown in FIG. 4B), a plurality of 
gaming windows 88 may be provided with one or more selected gaming windows 88a occupying 
substantially all of the display area on single display screen 72, with other selected gaming 
windows 886 appearing as relatively smaller individual windows within the larger gaming 
windows 88a. The display of this embodiment would thus comprise a relatively smaller gaming 
window SSb image located within a relatively larger gaming window 88a image. Preferably, 
these "image within an image" or "picture in picture"gaming windows 88a and 886 may be 
adjusted by a player to match personal preferences. In an alternative aspect of the embodiments 
in FIGs. 4A and 4B, images of selected games of chance may be mutually concurrently 
displayed and played in game windows 88 having a fixed size and arranged in a fixed 
predetermined array pattern on single display screen 72. In this embodiment, single display 
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screen 72 may be subdivided in a predetermined fashion for optimal display of the number of 
games selected. For example, if four games of chance were selected for play, single display 
screen 72 can be subdivided into quadrants of equal size with selected individual games 
displayed in each quadrant, as is shown in relation to FIG. 2. Similarly, two games may occupy 
proportional halves of single display screen 72, and three games may be arranged, for example, 
in a horizontal linear manner, or in a "pyramid" fashion. Although not preferred, separate game 
windows 88 may also be formed on multiple separate display screens using one or more CRTs. 

[0061] In an additional aspect of the embodiment, a player may opt to relocate or move 
one or more game windows 88 to desired locations on single display screen 72 by, for example, 
"dragging" the game windows 88 using touch screen controls and/or the player input controls 76 
(e.g., by "clicking and dragging" with a mouse) on console 75 (FIG. 4C). In FIG. 4C, the 
enlarged video poker game window 90 of FIG. 4A is shown as centrally relocated on single 
display screen 72, with smaller game windows 88 relocated to more peripheral areas of single 
display screen 72. 

[0062] In a still further aspect of the embodiment, single display screen 72 may include 
one or more "informational" windows 94 (FIG. 4D) for displaying information associated with 
the gaming machine or with the casino, such as information regarding impending gaming 
tournaments, entertainment events, special events, and the like, and/or advertising or 
promotional information from other vendors. Preferably, gaming machine 70 may include an 
informational window 94 which provides a recent play history for that machine. For example, 
one or more of the following may be displayed: length of time since last jackpot, size of last 
jackpot, frequency of jackpots, jackpot trends, or other win information. Depending upon a 
given player's personality and preferences, a player might be drawn to a given gaming machine 
because it has not recently paid out and is thus "due to hit", or has paid out in the recent past and 
is thus on a "hot streak". 

[0063] Informational windows 94 may be configured to provide a constant stream of 
information or may be configured to "pop up" to alert a player, for example, of an impending 
gaming tournament or other special event. 
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[0064] With further reference to FIG. 4D and FIG. 3, one or more "player progress" 
windows 96 may also be provided in which various gaming statistics related to the current 
player's gaming play are displayed, including, but not limited to: a player's average number of 
wins per gaming window 88, total amounts won, amounts won in credit meter fashion per 
individual gaming window 88, number of plays per time interval, the player's winning 
percentage in relation to a casino average for a particular class or type of game, and the like. In 
this embodiment, casino-based gaming statistics can be retrieved from a server 128 on a casino 
intranet 130 using commands from digital microprocessor 110 through network interface 120 
and associated communication links 122 (see also FIG. 4E). 

[0065] Gaming machine 70 may also include one or more "special event" windows 98 
(FIG. 4D) containing an interactive display relating to impending or concurrent gaming events 
associated with the casino in which the gaming machine resides, such as the opportunity for 
"Sports Book" or "Race Book"-type wagers. In this aspect of the invention, player input controls 
76 allow player interaction with the casino through special event window(s) 98 on single display 
screen 72. As a non-limiting example, a player may be provided a menu displayed on a special 
event window 98; the menu allowing the player to review available casino gaming events, view 
the betting odds associated with each event, and to select one or more gaming events in which to 
wager. 

[0066] Special event window 98 may also display "real-time" video streams, hyper text, 
or other information associated with a gaming event. Preferably, a player may be able to view 
one or more special events, such as a sporting events, live (e.g., in "real-time" through cable or 
satellite reception), or at a later time by a video recording of the event, through a video feed 
displayed on a special event window 98. Video recordings of an event may preferably be stored 
on, or accessed by, a server 128 on a casino intranet 130, which may in turn be accessed by a 
microprocessor of gaming machine 70 through a network interface (not shown). News 
summaries (e.g., wire reports, casino-generated reports, etc.) regarding the event(s) may also be 
provided through a special event window 98 by means of network communications links known 
in the art. 
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[0067] To wager on the various gaming events offered through special event window 
98, a player may deposit the appropriate sums with the casino using wagering input components 
82 (FIG. 4E), or by dedicating available credits on gaming machine 70 using appropriate player 
input controls 76. In this aspect of the invention, a network server 133 linked to gaming 
machine 70 through a communication link 122 of a casino intranet 130 may verify deposited 
amounts and register the player's wager against the particular event(s). An embedded web server 
124 on gaming machine 70 (FIG. 3) may be used to receive, request, and interact with gaming 
events sponsored by the casino. For example, special event window 98 may be associated with 
embedded web server 124 and configured with a graphical user interface (e.g., as a presentation 
layer) having a Java-based menu or form (e.g., using CGI script) for selecting and wagering on a 
variety of gaming events supported by the casino or another gaming establishment. Further 
details of the operation of an embedded web server on a gaming machine 70 in accordance with 
the principles of the present invention are described below with regard to FIGs. 3 and 5. 

[0068] Winnings may be paid in a variety of ways selectable by the player, including 
payouts from gaming machine 70 in the form of credits and/or currency, currency credited to an 
account provided by the player (e.g., a credit card, debit card, smart card account or other 
personal account), or by casino operator, etc.. 

[0069] In an additional aspect of the invention shown in FIG. 4E, gaming machine 70 is 
provided with one or more "tournament" windows 100 on single screen display 72 for play in 
one or more casino-sponsored or sanctioned tournament games of chance of the same or of 
varying types and/or classes. For example, a player may elect to open two tournament windows 
100 for concurrent play in two different tournaments of two different game classes which are 
scheduled to occur within the same or a similar time frame (e.g., a keno tournament and a reel 
slot machine tournament). Depending on the tournament rules, a player may also concurrently 
open two or more tournament windows 100 for multiple entries and concurrent play within the 
same gaming tournament (e.g., a reel slot machine tournament). The multiple simultaneous 
tournament games may be mutually concurrently displayed in tournament windows 100 as 
smaller versions of a standard tournament game, each smaller version operating independently of 
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the other versions. In this regard, a digital microprocessor of gaming machine 70 may be 
configured for tournament play of a wide variety of tournament games, and may be supported 
with game software stored on ROM or hard storage media on the gaming machine 70, and/or by 
game software found on a remote file server to which gaming machine 70 is operably linked. 

[0070] In another aspect of the invention, a player may initiate a tournament (e.g., a 
casino-wide tournament, or a tournament among players in a number of different casinos) by 
having gaming machine 70 direct a message to other networked machines of the player's 
tournament interests. Likewise, players on other gaming machines of the same or assorted types 
may "poll" a player on gaming machine 70 for the player's potential interest and entry in a 
player-initiated tournament. 

[0071] Still referring to FIG. 4E, tournament window(s) 100 are linked via a 
microprocessor 110 (FIG. 3), communication links 122, and a network interface 120 (FIG. 3) to 
a casino network 130 which is hosting or participating in the tournament. Casino network 130 
may be a casino intranet, WAN (e.g., a network of associated casinos and associated gaming 
machines to which gaming machine 70 is bi-directionally interconnected), or even a nation-wide 
or international grouping of casinos linked together, for example, by the Internet. In each of the 
casino network 130 embodiments, a linked, centralized server 133 preferably initiates 
tournaments, collects gaming data from each gaming machine 70, oversees winning game 
outcomes, and determines tournament winners. 

[0072] In a related aspect of the embodiment, the centralized server 133 functions as an 
application server and database server in a two-tier architecture. Here, a player electing to 
participate in a tournament would receive tournament software downloaded from centralized 
server 133, with the centralized server 133 then monitoring the tournament results from 
participating gaming machines. The centralized server 133 may also provide various intelligent 
ftinctions associated with tournament play, such as providing software and monitoring functions 
in furtherance of bonus rounds for players with certain game outcomes or certain levels of 
winning. 
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[0073] In a preferred aspect of the embodiment, a player is provided with information 
regarding impending tournaments through informational window 94 or through an otherwise 
inactive tournament window 100. The tournament information can be provided, for example, 
by HTML (e.g., hypertext), email, or other communication protocol transmitted to a network 
interface on gaming machine 70. An embedded webserver 124 on gaming machine 70 (FIG. 3) 
may be used to receive tournament information, request tournament information, and interact 
with centralized server 133 (acting as an information server) in the manner previously described 
with regard to the informational windows disclosed in FIG. 4D. 

[0074] Still referring to FIG. 4E, tournament windows 100 are preferably configured 
for mutually concurrent operation with one or more of gaming windows 88, informational 
windows 94, player progress windows 96, and special event windows 98. Thus, for example, a 
player may continue to play one or more of a variety of games of chance in game windows 88, 
and/or wager on and watch the outcome of Sports Book events on a special event window 98, 
while mutually concurrently participating in one or more tournament events in a tournament 
window 100. 

[0075] To join in one or more gaming tournaments offered to gaming machine 70, a 
player may choose to enter the one or more tournaments using player input controls 76 (e.g., 
keyboard 81), and/or by responding to prompts regarding tournament entry appearing on a 
tournament window 100 of single display screen 72. A microprocessor of gaming machine 70 
may then send appropriate commands to server 133 linked to gaming device 70 to enter the 
player in the requested tournament. Preferably, but not necessarily, at least one of player input 
controls 76 may be dedicated for operation of tournament games during tournament play. 
Tournament play buttons of player input controls 76 may also be assigned for tournament play 
by a microprocessor of gaming machine 70. Tournament play buttons assigned to a player may 
blink on and off, or be otherwise brought to the player's attention through instructions on single 
display screen 72, and the like. Thus, while remaining on gaming machine 70, a player may opt 
to participate in one or more gaming tournaments, and may further concurrently play any of a 
variety of selected games of chance on single screen display 72. In this regard, tournament 
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windows 100 may be configured to be graphically distinct, for example, in size, shape, color, 
illumination, and the like, from other windows mutually concurrently appearing on single 
display screen 72. 

[0076] During tournament play, the player's tournament points are displayed on single 
display screen 72, preferably within a tournament window or meter (not shown) separate from 
the tournament window(s) 100 in which the tournament games are played. At the end of a given 
tournament, the winner or winners are determined whereafter a player's winnings on gaming 
machine 70 may be posted back to credit meter 84, unless a progressive jackpot is offered, in 
which case the award may be paid by an attendant. 

[0077] In another exemplary embodiment of the present invention as shown in FIG. 4F, 
gaming machine 70 includes one or more "companion display" window 102 on single display 
screen 72. Many casino patrons arrive at the casino with one or more friends, spouses, or 
significant others, etc. ("companions") with whom they wish to share their gaming experiences. 
Through a companion display window 102, a player on gaming machine 70 may "link" to one or 
more other gaming machines on which one or more companions is concurrently engaged in play. 
Preferably, such linking may take place using browser software (not shown) on gaming machine 
70 which links to a responsive interface (e.g., a webserver 105) associated with the companion's 
gaming machine 103 using protocols and communication links 122 well known in the art. By 
linking to a companion's gaming machine 103, the player may view the companion's gaming 
experience on a companion display window 102 of single screen display 72 in real-time as the 
companion plays. Typically, viewing a companion's gaming experience on companion display 
window 102 may involve being presented with a game image of the companion's game as that 
image appears to the companion on the companion's gaming machine 103. 

[0078] Preferably, an exact, but smaller, image of the companion's concurrently played 
game may be displayed in companion display window 102. Thus, companion display window 
102 may allow a player on gaming machine 70 to view the companion's game outcomes as well 
as various play decisions made by the companion that also appear on the companion's display. 
Play decisions that may be viewed include, for example, the selection of "lucky" numbers for 
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electronic Keno or roulette, decisions to "hold" a particular card during play of electronic card 
games, particular paylines selected for spins of electronic slot machine games, etc.. 

[0079] A portion of a first companion display window 102 or a separate second 
companion display window (not shown) may also contain various information relating to the 
play of the companion's game of chance. The information displayed in this window or window 
portion may include, for example, the number of credits wagered, number of credits available, 
cumulative winnings earned, etc.. In another aspect of the embodiment, a companion display 
window 102 or window portion thereof may display various information, such as statistical play 
information associated with ongoing tournament play engaged in by the player's companion. As 
a non-limiting example in this regard, a microprocessor (not shown) associated with the 
companion's gaming machine 103 is provided in communication with web server 105, and feeds 
the desired gaming information to web server 105 for transmission to companion display 
window 102 on gaming machine 70. Desired information can be extracted from the companion's 
gaming machine 103 by, for example, an applet residing in, or downloaded by, the companion's 
gaming machine 103. 

[0080] In addition to viewing a companion's game image, a player may preferably be 
provided with a communication link in the form of email software, and audio and/or video 
apparatus for communication with a companion on a linked gaming machine. In this 
embodiment, gaming machine 70 may be configured with telecommunications apparatus known 
in the art, such as a microphone, video camera, speakers, etc., suitable for such audio and/or 
visual communication. Of course, the gaming machine 103 operated by the companion may also 
be reciprocally configured with suitable telecommunications apparatus of a type for interactive 
communication with gaming machine 70. Thus, in accordance with the subject embodiment, a 
player on gaming machine 70 may both observe a companion's play and communicate with that 
player at the same time. 

[0081] Still referring to FIG. 4F, a player may initiate a "link" between gaming machine 
70 and a companion's gaming machine by a variety of means. For example, players may 
indicate their identity, or the companion's identity, to gaming machine 70, such as through a 
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unique identifier, so gaming machine 70 can facilitate the link. There are many methods of 
indicating a player's or a companion's unique identifier including, but not limited to, bar codes, 
magnetic encoded data strips, "smart"cards with embedded microchips, personal identification 
numbers ("PIN numbers"), and any other form of identity verification including, alphanumeric, 
magnetic, physical (i.e., thumb print, retinal scan, etc), digital, electronic or optical. Bar codes, 
magnetic encoded data strips and "smart" cards may be read by card readers associated with 
wager input components 82 on gaming machine 70. 

[0082] PIN entry may be accomplished within a portion of a window provided as a 
touchscreen, or through an external PIN entry device of player input controls 76, such as 
keyboard 8 1 or a keypad or cursor manipulating device such as a touchpad, rollerball or mouse. 

[0083] In a preferred embodiment, the player's identifier and/or the companion's 
identifier is entered into a graphical user interface displayed on a portion of single display screen 
72. The graphical user interface may be displayed, for example, by browser software residing in, 
or accessible by, gaming machine 70. In this case, the PIN numbers or other personal identifiers 
are submitted to a webserver 124 embedded in gaming machine 70, whereupon the PIN numbers 
or other personal identifiers are transmitted by webserver 124 (FIG. 3) to a linked casino file 
server 135. 

[0084] The use and function of readers and external PIN entry devices are well known 
in the art. Preferably, in each of the various above-described embodiments, an "entered" unique 
identifier is transmitted to a linked casino file server 135 configured to "register" players with 
various gaming machines and to sort and route various requests to connect (link) to a specified 
companion. 

[0085] In a further aspect of the embodiment, "Bluetooth" technology electronic 
communicators may be used to register the player's identity. The Bluetooth technology, such as 
that offered by Motorola of Phoenix, Arizona, comprises a small, short range, low-power, 
unlicensed, wireless transmitter or transceiver capable of transmitting data to a corresponding 
receiver or transceiver within a gaming machine. Using Bluetooth technology, a player need 
only approach a game and the game may automatically submit the player's unique identity to the 
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gaming machine's microprocessor for communication purposes and other processing, as will be 
described hereafter. 

[0086] Once the player's identity has been specified, one embodiment of the present 
invention allows a player to request gaming machine 70 to "search" for a gaming machine in 
which a companion has similarly specified his or her identifying information. For example, 
companion display window 102 may prompt a player to enter a companion's name, a player's 
password, a mutual password, or the like, using touch screen controls and/or player input 
controls 76. Preferably, such prompts may occur by way of a graphical user interface displayed 
by web browser software residing in gaming machine 70. Gaming machine 70 may then use the 
entered information to send a request for a "link" to casino file server 135 or other processing 
device associated with the casino. The casino file server 135 may then evaluate the request 
against other registered users in its database, review any security information associated with the 
request (e.g., password information or casino or player-initiated blocks on communication 
attempts), and complete the link. A communication link would then be opened and established 
between the gaming machines. As previously, discussed, the link would result in a companion's 
game image appearing in companion display window 102, as well as video and/or audio 
telecommunications capability, and/or other information related to the companion's gaming 
experience. One skilled in the art will recognize that game image links between players in 
casinos remote from one another can be established using WANs or the World Wide Web. 

[0087] In another aspect of the embodiment, a link between "companions" may be 
accomplished by way of an email messaging system. For example, a player entering a casino 
may be provided with a unique email address which may be shared with the player's 
companions. Preferably, a player may opt to have the companions' email addresses 
preprogrammed into a casino smart card which may trigger gaming machine 70 to automatically 
initiate the desired links. The player may also manually enter a companion's email address into 
gaming machine 70 using, for example, a graphical user interface configured to receive player- 
initiated data from player input controls 76 on gaming machine 70. The game image link may 
be established, for example, by automatic association of gaming machine 70 f s network address 
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and the companion's gaming machine network address as derived from the email address 
specified by the player on gaming machine 70. For example, a file server receiving the email 
may combine the email information and stored information regarding the companion's 
whereabouts to route the communication request appropriately, initiate an open communications 
channel between the gaming machines, and oversee and/or facilitate data transmissions between 
the two locations (e.g., by specifying the appropriate network protocols for data transmission). 

[0088] One skilled in the art will recognized that the use of personal identifiers may 
also be used to facilitate entry into a tournament or special event, and to provide payoffs or 
rewards for the tournament or event at some later time. For example, a player may use a unique 
identifier to enter a tournament with no further registration required. Since the identifier may be 
"registered" with a particular gaming machine, for example, for purposes of tournament play, a 
player may also use the identifier to receive payoffs or rewards for wins on that gaming machine 
at a time of the player's choosing. 

[0089] Referring now to FIGs. 2 - 4(A-F), one or more or all of windows 94, 96, 98, 
100, and 102 may be selected by a player for display and operation on single display screen 72 
using appropriate player input controls 76 configured for that purpose. Each of windows 94, 96, 
98, 100, and 102 may be of fixed location and size, or may be relocated and adjusted in size as 
previously described in relation to gaming windows 88. It is understood, of course, that each of 
windows 88, 94, 96, 98, 100, and 102 will be capable of operating independently from each of 
the other windows 88, 94, 96, 98, 100 and 102. Certain interaction between the windows 88, 94, 
96, 98, 100, and 102 is contemplated, however. For example, certain game outcomes on one or 
more gaming windows 88 may trigger "bonus games" on other game windows 88, as is discussed 
in more detail later herein. 

[0090] Game outcomes may also trigger the opportunity to participate in tournaments 
or in casino special events, such as Sports Book events, scheduled to appear or appearing in 
special event window 98. Additionally, particular information display in informational window 
94 may be provided with an interactive link (e.g., a hyperlink) to, for example, a particular 
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gaming tournament available on tournament window 100, or to a casino-sanctioned gaming 
event appearing, or soon to appear, on special event window 98. 

[0091] With reference to FIG. 5, the inclusion of an embedded webserver 124 (shown 
in outline form) on a gaming machine 70 of the present invention allows access of a gaming 
machine by a remotely located individual, as well as various other functionalities. As described 
herein, the "access" provided by webserver 124 may allow remote operation of gaming machine 
70, such as in games of chance, or may allow the remote user to simply view the gaming 
experience of another individual. As used herein, the term "webserver" encompasses any type of 
network server which may be incorporated in gaming machine 70 of the present invention. 

[0092] To initiate a link with gaming machine 70, a remote user may, for example, 
activate a web browser (graphical user interface) of a known or specially designed type located 
on a web-based device 150 (e.g., a workstation such as a personal computer). The remote user 
may then specify a URL associated with webserver 124 on gaming machine 70. In one aspect of 
the embodiment, the remote user may automatically gain access to the URL of the webserver 
124 by surfing to a web site operated by the casino, and clicking on appropriate hyperlinks to 
establish a web-based connection with web server 124. Of course, a remote user may be 
required to pre-register with the casino before initiating such remote user services, and may have 
to undergo a log-in or other security routine before the connection is established. 

[0093] Once the link between web-based device 150 and webserver 124 has been 
established, the web browser of the remote user may, for example, then transmit appropriate 
commands via HTTP to webserver 124, which, in turn, processes the commands and generates a 
web page providing interactive operating or display options back to web-based device 150. The 
generated web page is then displayed on a web browser associated with web-based device 150. 
As previously discussed, webserver 124 is linked to digital microprocessor 110 (FIG. 3), 
allowing for webserver 124 to support one or more control operations that relate to the function 
of gaming machine 70. A casino-based player on a gaming machine 70 may also use player 
input control buttons 76 to authorize or terminate one or more "links". 
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[0094] A web page generated by webserver 124 may preferably contain java script, or 
other executable software, that allows remote operation of gaming machine 70. The generated 
web page may also preferably provide executable software that allows real-time gaming images 
appearing on gaming machine 70 to be simultaneously transmitted and displayed to web-based 
device 150. Preferably, the executable software allowing operation and image transmission may 
be triggered by the remote user clicking on an appropriate icon displayed by the generated web 
page. 

[0095] Preferably, a digital microprocessor 1 10 of gaming machine 70 (FIG. 3) 
supports SMTP protocol and is associated with webserver 124, making webserver 124 accessible 
via an email client of a remotely located user on web-based device 150. In this embodiment, the 
email client and webserver 124 may comprise compatible software allowing for interactive 
commands in the email to be recognized and executed by webserver 124. In one aspect of the 
embodiment, an email sent to a designated domain of a casino harboring gaming machines 70 
automatically establishes a link between the remote user's web-based device 150 and a 
webserver 124 by routing the web-based device 150 to an available gaming machine 70, or a 
gaming machine 70 occupied by a companion of the remote user, when, for example, the remote 
user clicks on an email reply from the casino which contains embedded commands for 
establishing a connection. 

[0096] In the embodiment providing for real-time display of game images, a player on 
gaming machine 70 may manually provide the remote user with the web address (e.g., the URL) 
of webserver 124. For example, the player may use an email feature on gaming machine 70 to 
transmit the web address of webserver 124, or the player may simply place a telephone call with 
the remote user to reveal the address. The remote user's email address could also be 
automatically messaged in the situation where the email address has been programmed into the 
player's smart card or player preferences. 

[0097] A remote user may also search for a particular player using a web server 152 
hosted by the casino, with the casino webserver 152 identifying the player through player 
tracking systems (e.g., unique identifiers) as previously discussed. Once the player has been 
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located, the casino server 152 may facilitate the connection automatically (e.g., by acting as a 
conduit to webserver 124), or may provide the remote user with the URL of webserver 124. 

[0098] Gaming machine 70 may also be configured to allow remote users to participate 
in play with a player physically present at gaming machine 70. For example, a casino player 
may "authorize" a remote user linked to gaming machine 70 to play one or more games of 
chance. Preferably, the remote user's game may be displayed in a companion window 102 on 
single display screen 72, and thus viewable by the player in the casino on gaming machine 70. 
The remote user may concurrently view and control the remote user's game of chance on web- 
based device 150, for example, through web-based interaction with webserver 124. Wagers and 
wager inputs may be made independently through operation of web-based device 150 by the 
remote user (e.g., through credit card authorization), or may be made by the player on gaming 
machine 70, either manually or through an authorization to use existing credits. Various 
interaction between the games of remote users and players present at gaming machine 70 is 
contemplated, as will be described in more detail below. 

[0099] When not in use by a player, single display screen 72 of gaming machine 70 
may preferably concurrently display a plurality of game images representative of the wide 
variety of games of chance that may be played on gaming machine 70. To attract potential 
players, a plurality of games of chance may be simultaneously displayed in game windows 88, 
and/or the games may "pop-up" in game windows 88 of varying sizes and locations in a manner 
that demonstrates the versatility of gaming machine 70. Informational window 94 and special 
event window 96 will also preferably be displayed to pique player interest in the capabilities of 
gaming machine 70 and to foster participation in casino-sponsored or sanctioned events. 
Demonstrations of the various capabilities of gaming machine 70 are contemplated, with a 
microprocessor of gaming machine 70 simulating simultaneous play on display screen 72 of a 
variety of games, including tournament games, videos of Sports Book and Racing Book events, 
and/or simultaneous play of differing games of chance. 

[0100] Referring again to FIGs. 2, 3 and 4(A-F), after one or more games have been 
selected for play, instructive information regarding the execution of available wagering options 
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is preferably displayed or otherwise conveyed, for example, in a gaming window 88 on single 
display screen 72, and/or by posted information on or around wagering buttons 79. A particular 
gaming window 88 may flash, blink, become intensely illuminated, or grow in size, for example, 
as prompt for a player to change or enter a wager. Responsive pre-programmed instructions may 
also be broadcast either automatically, or at the player's option. 

[0101] In a currently preferred embodiment of the invention, a predetermined "default" 
amount of the player's available credits is automatically wagered in each selected game of 
chance. In addition, a player may choose to input a customized default wager for one or more 
selected games using player input buttons 76 such as wagering buttons 79, touch screen locations 
on single display screen 72, or keyboard 81. A player may also opt to alter the default wager for 
one or more games of chance by use of wagering buttons 79 on console 75 or by use of touch 
screen controls on single display screen 72. Changing wagers on individual games can be 
effected, for example, by individual wagering buttons 82 provided for each selected game, by a 
wagering button 79 for each class and/or type of game (e.g., a wagering button used for 
wagering in all reel slot machine games), by touch screen controls on single display screen 72, 
and/or a by a master wagering button 79a with one or more functionalities. A master wagering 
button 19a may be used, for example, for wagering a common amount for each game or for 
"cycling" to each individual game for the purpose of selecting individual wagers. 

[0102] A credit meter 84 incorporated into console 75 of gaming machine 70 displays 
credits available for play. Information regarding available credits may also preferably be 
displayed in one or more areas of single display screen 72. In this regard, games selected for 
play may have separate or common crediting displays. Since many players enjoy the display of 
independent, cumulative crediting for individual games, separate crediting may be preferred. In 
this embodiment of the invention, players may elect to have such crediting for one or more 
games displayed in an image in or adjacent to individual game windows 88, or on other 
conspicuous areas of single display screen 72. Alternatively or in addition to the separate credit 
displays, a player could elect to view the credits acquired from play of all games as a single 
cumulative amount, such as an amount displayed on credit meter 84. 
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[0103] Once wagering is complete, a player initiates play of the selected games, for 
example, using play activation buttons 78 ("play buttons") or touch screen controls on single 
display screen 72. For certain games, such as keno or roulette, a player may first be prompted to 
pick "lucky" numbers using touch screen controls over the locations of the desired numbers, or 
by using other player input controls 76 (e.g., keyboard 81, a mouse, etc.) which may be 
configured to allow for selection of particular elements of a game. One of skill in the art will 
recognize that play buttons 78 may be adapted to have various functionalities and configurations 
allowing for random, sequential and/or simultaneous play of selected multiple games. 

[0104] In one embodiment of the invention, each game window 88 is assigned its own 
individual play activation button 78 (or touch screen control). By pressing the individual play 
activation button 78 (or touch screen control) assigned to a particular game window 88, each 
mutually concurrently displayed game may be started individually. For example, a player 
selecting four gaming windows 88 is provided with four play buttons 78 for each of those 
gaming windows 88. A player may be made aware of a designation of a play button 78 for a 
particular gaming window 88 by means known in the art, including instructive labeling and 
messaging within gaming window 88. To start play in any individual gaming window 88, the 
appropriate play button 78 may thus be activated. Individual play buttons 78 may preferably be 
activated in any order, and any single game preferably may be activated any number of times by 
a play button 78 before activating any other selected game. Therefore, play in this embodiment 
is much like play on separate conventional gaming machines. 

[0105] In another embodiment of the invention, the game activation functions of play 
buttons 78 may be included in a single, and preferably multi-functional, player input element 
such as "master start button" 80, such term including associated responsive circuitry of the 
gaming device. Master start button 80 is preferably configured for various modes of starting 
play of the selected games, which games, as previously described, may be of varying classes and 
types. In one aspect of the embodiment, activation of master start button 80 starts all selected 
games simultaneously. In a related aspect, games started simultaneously by master start button 
80 may have their playing times determined and coordinated by digital microprocessor 110 
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(FIG. 3) such that each game outcome is displayed in an ordered (e.g. clockwise, left to right, 
etc.) or random sequence within predetermined intervals of one another. Alternatively, games 
started simultaneously by master start button 80 may be timed and coordinated by digital 
microprocessor 110 such that each game outcome is displayed simultaneously. 

[0106] Master start button 80 may also be configured to start each of the selected 
games sequentially in an ordered or random fashion. In this embodiment, the games may be 
synchronized such that the game outcomes are displayed sequentially or simultaneously, as 
previously discussed. Games started sequentially by master start button 80 may also be finished 
randomly or in a specific order. 

[0107] In a still further aspect of the embodiment, a master start button 80 may be 
configured to provide a player the option of simultaneous play of tournament games in gaming 
windows 100 and of other games of chance in gaming windows 88. Thus, for players entered 
into a tournament who desire to play games of chance at the same time as the tournament games, 
master start button 80 may provide the player the opportunity to push a single button to start both 
categories of games. 

[0108] Preferably, a player will be provided with player input controls 76 (e.g., 
keyboard 81, touchscreen locations on single display screen 72, play buttons 78, a mouse, etc.) 
allowing the player to select the various options for starting and finishing assorted modes of 
play. 

[0109] In a further related embodiment, games activated by play buttons 78 or a master 
start button 80 may have "play times" determinable by the player wherein one or more game 
outcomes are displayed "prematurely," or in a delayed manner, on single display screen 72. For 
example, a player may be provided with one or more player input control buttons 76 among play 
buttons 78 with which to selectively stop "play" of one or more particular games such that the 
one or more game outcomes are immediately displayed. This embodiment is particularly 
suitable for providing a player with a "feeling of control" over the spinning reels of reel slot 
machine games, but may also be applied to any of the various games available in gaming 
machine 70. In the event a player does not "stop play" within a predetermined period of time, a 
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timer (not shown) associated with digital microprocessor 1 10 will automatically trigger digital 
microprocessor 1 10 to display the game outcome(s). 

[0110] With reference to FIG. 3, during "play" of the selected games, digital 
microprocessor 110 of gaming machine 70 randomly generates numbers representing the gaming 
indicia appropriate for each selected game of chance. Digital microprocessor 1 10 then displays 
the game outcome indicia on single screen display 72 and determines winning game outcomes 
for each of the games by matching the generated numbers to those found in paytables in ROM 
1 12 or in storage medium 118. As in conventional gaming machines, a player with one or more 
winning game outcomes on gaming machine 70 may receive a payout for each win in the form 
of additional game credits, currency, and/or other designated prizes. 

[0111] With reference to FIG. 2, gaming windows 88 which have winning outcomes 
may have those particular outcomes revealed to a player through various means, including those 
winning windows enlarging, expanding and contracting in size, and/or being subjected to 
distinctive illumination schemes, such as an increase in intensity for winning out coming 
windows 88, or a flashing surrounding border.. Various distinctive audio sounds may also 
typically accompany one or more winning outcomes. 

[0112] One of skill in the art will recognize that the multiple gaming capabilities of the 
gaming machine of the present invention allow for new and interesting variations of traditional 
games of chance. In one embodiment of a method of play according to the present invention, a 
particular outcome or level of winning on one or more games selected for simultaneous, 
sequential, or random play triggers a microprocessor in gaming machine 70 to activate one or 
more "bonus" games, in which a player is permitted the opportunity to attempt to achieve 
winning game outcomes at no additional cost to the player (i.e., without the input of additional 
currency or the wagering of available credits). Referring again to FIG. 2, the bonus games are 
played in one or more gaming windows 88 on single display screen 72, and may be displayed 
and played mutually concurrently with other games of chance. Typically, each winning bonus 
game outcome has an associated pay value represented by an amount of coins, credits or other 
designated prizes awarded to the player. 
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[0113] The bonus games may be of the same, similar or completely different class or 
type as the games in which the winning outcome(s) were achieved. For example, a reel slot 
machine game on gaming machine 70 may have an outcome characterized by the display of 
three of the same symbols on adjacent reels, causing a microprocessor within the gaming 
machine to automatically enter the player in one or more bonus games of video poker (or some 
other game(s) of chance). 

[0114] A win on one bonus game may also automatically trigger one or more second 
bonus games of the same or varying type or class of games of chance. In a further aspect of the 
embodiment, a player achieving a certain game outcome or level of winning is provided with a 
plurality of bonus games comprising differing classes of games of chance. For example, a 
specific game outcome in one or more games may trigger one bonus game of each of an 
electronic reel slot machine, an electronic video poker game, an electronic blackjack game, an 
electronic keno game, etc. 

[0115] Further, games according to the invention may be set at varying levels on a 
ladder, so the term "bonus" games is not to be interpreted as restrictive but rather enabling. 
Specifically, an additional wager may or may not be required to play games at one level enabled 
by winning (or play rates, or accumulated wins, etc.) at one or more games in a preceding level. 
The higher level games may provide a more lucrative paytable, for example, or an opportunity to 
win greater awards. 

[0116] The number of bonus games may also be multiplied by a predetermined 
multiplier, for example, in the case where there are simultaneous winning outcomes resulting 
from play of the same and/or differing games of chance. In this aspect of the embodiment, the 
multiplier provided to the player may be the same as the number of games simultaneously won. 
For example, two simultaneous wins may result in a multiplier of "x2", while three simultaneous 
wins may result in a multiplier of "x3", etc.. 

[0117] The multipliers may also be applied to wagers in primary games of chance in 
gaming windows 88 of single display screen 72, and/or the multipliers may be applied to 
potential winnings in one or more bonus games. In one aspect of the embodiment, a video image 
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of a plurality of potential multipliers may be displayed on the periphery of a simulated rotatable 
wheel in a gaming window 88 on single display screen 72. The wheel could start spinning 
automatically or upon player activation by use of touch screen controls or player input controls 
76. A simulated indicator may indicate the area of the rotatable wheel corresponding to the 
multiplier which will be supplied to the player. 

[0118] In a further embodiment of the invention, large awards or jackpots may be based 
on the achievement of simultaneous wins on multiple games of the same or varying types or 
classes. For example, any two simultaneous wins having particular game outcomes may provide 
a multiplied or otherwise enhanced jackpot of a predetermined amount which is higher than the 
amount paid for two independently achieved jackpots for the same outcomes. Simultaneous 
wins of any three games may pay a higher amount than that of any two simultaneous wins, and 
so on, with progressively higher jackpots resulting from higher numbers of simultaneous wins. 
Simultaneous wins on two or more differing games of chance (e.g., simultaneous wins on a reel 
machine game and a video poker game) may also pay a jackpot which varies (e.g., is increased) 
from an amount paid for a simultaneous win on two or more of the same games of chance (e.g., 
two simultaneous wins on reel slot machine games). 

[0119] In an additional aspect of the embodiment, a gaming machine 70 is configured 
with a payout scheme that uses an internal progressive based on simultaneous, sequential or 
random play of multiple games displayed on single screen display 72. 

[0120] In another aspect of the embodiment, simultaneous wins on multiple games may 
automatically qualify a player for entry into a gaming tournament sponsored or sanctioned by the 
casino. In this embodiment (see FIG. 4E), a tournament window 100 may be displayed on single 
display screen 72 in addition to one or more gaming windows 88. The player may then opt to 
enter into the tournament using player input controls 76, and begin play on tournament window 
100 at any time during which the tournament is being conducted. As previously described, a 
player may continue play on one or more gaming windows 88 while playing in the tournament. 

[0121] In a currently preferred embodiment of the present invention (see FIG. 2), a 
player achieving winning outcomes on a predetermined number of differing games within a 
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predetermined time period is provided with a multiplied jackpot or high award not otherwise 
offered by gaming machine 70. For example, relatively large jackpots or awards could be 
provided to a player with one or more wins on each of the various games of chance offered on 
gaming machine 70. Preferably, the relatively large jackpots or awards would be paid in the 
situation where the wins occur within a predetermined span of hours or even days (using 
appropriate player identification technologies as discussed previously). 

[0122] In another embodiment of the invention, a player's available options for playing 
a variety of games may be increased upon the player's achieving one or more specific game 
outcomes in one or more "primary" games of chance. For example, gaming machine 70 may be 
configured to initially provide a player only a limited choice in types of games available for play 
(e.g., two primary games are initially provided consisting of a reel slot machine game and a keno 
game). Upon achieving a specified game outcome in one or more of the primary games, the 
player may consequently be offered one or more new types of games of chance in which to play 
in addition to, or instead of, the primary games. Specified game outcomes in this expanded 
mode of play may result in the addition of still further new games of chance becoming available 
to the player, on so on. 

[0123] The above concept may also be applied in terms of the number of games offered 
to a player. For example, a player may initially be provided with the opportunity to wager on 
only two games of chance of the same or a varying type. Upon achieving a specific outcome in 
one or more of the available games, the player could be rewarded, in part, by notification to the 
player of the opportunity to play and wager in an increased number of games, also' of the same or 
a varying type. 

[0124] At some predetermined high level of wagering, which may consider the number 
of games played per time period and/or number of dollars wagered per time period, a player may 
also be provided with one or more "complimentary games" in one or more gaming windows 88 
which provide a player a chance to win at no additional cost for a predetermined period of time, 
or for a predetermined number of spins. In this embodiment, the player must continue to wager 
on and play at least one other game of chance in order to take advantage of the complimentary 
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games. Thus, a complimentary game is displayed simultaneously with the at least one other 
game of chance on single display screen 72. 

[0125] The complimentary game may be caused to play automatically in response to a 
player's initiation of play in one or more other games of chance in which wagers have been 
placed. Preferably, the game outcome(s) of the complimentary game(s) are revealed 
substantially simultaneously with the game outcome(s) of the at least one other game of chance 
in which the player has wagered. Also preferably, a specific winning outcome on a 
complimentary game may be augmented by an increase in the player's wager in the at least one 
other game of chance. In one aspect of the embodiment, the highest (or lowest) wager amount 
placed on the same type of game as the complimentary game will be attributed to that 
complimentary game. For example, an eligible player wagering a dollar on a reel slot machine 
game may also have that wager amount (a dollar) applied to play of the complimentary game. 
Thus, in the example provided, any winning outcomes on the complimentary game would pay as 
if a dollar had been wagered by a player. In an additional aspect of the embodiment, a player 
may be provided with the opportunity to increase the wager on a complimentary game beyond 
that of the player's wager on the at least one other game of chance. 

[0126] One skilled in the art will recognize that the complimentary game of the present 
invention differs from conventional bonus games in that the complimentary game is displayed 
and played mutually concurrently with games in which wagers are made. Furthermore, the 
wagered amounts on a complimentary game may be tied to wagers made by the player on other 
concurrently displayed games of chance. 

[0127] Again referring to FIG. 2, a wide variety of other interaction is contemplated 
between multiple games displayed on gaming windows 88. In a preferred embodiment of the 
invention, a player is allowed to play a plurality of games (preferably different games) until one 
game achieves a specific outcome. The game with the specific outcome may then be then 
"locked up" (i.e., is frozen and unavailable for play) and the player is given a predetermined 
number of plays ( for example, ten) or predetermined time period (for example, two minutes) in 
which to achieve a specific outcome in at least one of the remaining games. If the player 
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achieves the specific outcome on at least one of the remaining games, then that game may also 
be locked up and the player again given a predetermined number of plays or a predetermined 
time period in which to achieve a specific outcome in at least an additional one of the remaining 
games, on so on. A player able to achieve required specific outcomes in all of the initially 
displayed games in gaming windows 88 may be provided with a "grand prize" or other 
appropriate award. It is also contemplated that another approach to multiple game interaction 
may involve logging in memory of the gaming machine each specific outcome of a game which 
may interact with a specific outcome of another game and then releasing the game in which the 
specific outcome is achieved for further play of that game enabled by an additional wager. Thus, 
a portion or portions of the gaming capability of gaming machine 70 will not be removed from 
service when specific outcomes are achieved. When play of all of the potentially interactive 
games has concluded, the gaming machine will award a bonus related to the number of specific, 
interactive outcomes achieved during play of the various games. 

[0128] As an illustrative example, a player may be initially provided with a reel slot 
machine game, a video poker game, an electronic blackjack game, and a keno game in four 
mutually concurrently displayed gaming windows 88. Upon a player achieving, for example, 
three of a kind on the reel slot machine game, that game will lock up, leaving the player with the 
three remaining games. The player may then be given, for example, 10 spins or plays in which 
to achieve some specific outcome in the remaining games of video poker, blackjack, and keno. 
If for example, the player receives a "21" in blackjack within the 10 spins, that game will lock 
up, leaving two mutually concurrently displayed games for play. A specific outcome, for 
example, of a full house or a higher ranking outcome in video poker (e.g., four of a kind) within 
10 more spins will lock that game, thus leaving the player with a final opportunity to "win" on 
the remaining game of keno. 

[0129] Many variations of this type of game are possible and are contemplated within 
the scope of the invention. For example, the number of spins or plays could be varied by 
providing the player with more or less spins or plays in which to achieve the specific outcomes 
leading to the next "level" of the game. The same time period, or various graduated time 
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periods, could be offered in lieu of a number of spins or plays in which to achieve the specific 
outcomes. Various payoffs are preferably provided after each specific outcome is achieved, the 
payoffs increasing in value with each successive specific outcome. In addition, some or all of 
the games could be the same game, or all of the games could be different. 

[0130] In a still further embodiment, gaming machine 70 may be configured with a 
gaming mode in which a player starts with an initial type or class of a game of chance, and with 
a specific game outcome or level of winning "earns" the right to play one or more differing types 
or classes of games of chance. For example, a player selecting the subject gaming mode may be 
initially provided with one or more instances of reel slot machine games on single display screen 
72, with the number of games preferably depending upon the number of credits the player 
desires to wager per play. Upon the player receiving one or more specified game outcomes, or 
attaining a predetermined level of winning or a specified rate of play, gaming machine 70 
automatically changes the displayed game(s) of chance (reel slot machine games) to that of a 
differing type or class of a game of chance, for example, a video blackjack game. In this 
manner, a player at gaming machine 70 could attempt to go "around the world" by sequentially 
going through each game type or class available on gaming machine 70. Preferably, prizes 
and/or awards of increasing value are provided when the player successfully advances through 
each level (e.g., the player successfully achieves specified game outcomes in each game type or 
class). 

[0131] In a related aspect of the embodiment, a gaming mode of gaming machine 70 
may be configured in a similar manner to permit a player the chance to go "around the world" in 
various types of games offered in a specific game class. For example, the player may be initially 
provided with one or more three reel slot machine games, each game having three paylines. As 
the player achieves certain game outcomes, levels of winning, and/or specified play parameters 
are satisfied, the player would be provided with added paylines, added numbers of reels, and the 
like. Similarly, a player may select a gaming mode in which various types of poker are played in 
a sequential manner. For example, a player may start with one or more games of 5-card draw, 
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and then move on in a sequential manner to 7-card draw, Pai-Gow, etc., after a specified game 
outcome, winning level, and/or play parameter is satisfied. 

[0132] In order to facilitate play in this manner and to preserve a player's winning 
position to continue a "trip" around the world, a host or smart card may be employed to save the 
current state of game play (the current state of achievement in terms of game outcomes, levels of 
winning and/or specific play parameters satisfied) so that play on the trip may be resumed later 
on the same gaming machine or another of the same type. Preferably, the saved current state of 
game play would include a time stamp so that play would have to be resumed within a 
reasonable period of time (such as, for example, three hours, twelve hours or twenty four hours) 
to continue the trip. 

[0133] In a still further embodiment, a player may be initially provided with only a 
single instance of a first player-selected or gaming machine-selected game of chance. Upon the 
player achieving certain game outcomes, levels of winning, and/or satisfying specified play 
parameters, the player may be provided the option of playing a second game of chance, which 
may include one or more additional instances of the same or a differing game of chance at the 
same time as the first game of chance. Attaining further specified outcomes, winnings, or play 
parameters would result in still further instances of the same or differing games of chances for 
play at the same time as the first and second games of chance, and so on. In this manner, a 
player is challenged to end up playing as many simultaneous games of chances as gaming 
machine 70 is configured to allow. Of course, with each additional game of chance added to 
single display screen 72 of gaming device 70, the odds of winning for the player go up, thus 
making continuous play in this manner more attractive to the player. Additionally, multipliers 
may optionally be activated as the player achieves various levels of numbers of games to further 
increase the player's willingness to engage in continuous play. 

[0134] Referring again to FIG. 4E, FIG. 4F and FIG. 5, gaming machine 70 is 
particularly adapted to games involving cooperative play between players at gaming machines 
remote from one another. For example, one or more players on gaming machines 70 may enter a 
gaming tournament as a team, with the combined outcomes of the players assessed in 
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determining the winners of the tournament. Tournament windows 100 may be used for 
tournament play, and a player progress window 96 may be used to display information related to 
the player's statistics in the tournament. 

[0135] Using mutually concurrently displayed companion windows 102 on gaming 
machines 70, the players may observe each other's tournament game outcomes in real-time, and 
thus more fully share in the ongoing excitement of team play. A separate companion display 
window 102 may be used to display playing statistics for each teammate, or combined statistics 
for the team. One or more windows in gaming machine 70 may also be provided for the display 
of statistics of competitors within the tournament. 

[0136] Using the audio and video components of their respective gaming machines 70, 
remotely located players may also communicate with one another to coordinate entry into a 
tournament, to discuss play during the tournament, and the like. Since each gaming machine 70 
is configured with gaming windows 88 which operate independently from tournament windows 
100 and companion display windows 102, a player on gaming machine 70 may choose to play 
other games of chance at the same time as the tournament games. 

[0137] Using companion display windows 102, new types of games in which remotely 
located players cooperate in play are contemplated. In this embodiment, players may link their 
gaming machines together in a manner previously described and opt to have various games of 
chance commonly mutually concurrently displayed for play in gaming windows 88 of separate 
gaming machines 70. For ease of discussion, gaming machines 70 linked together in such 
fashion are referred to herein as "cooperatively linked" 'gaming machines 70. For example, 
players at different gaming machines 70 may mutually participate in gaming decisions during 
one or more jointly played games of chance. Players participating in this embodiment may, for 
example, use wagering input components 82 and wagering buttons 79 to place wagers on any of 
the mutually concurrently displayed games. Player input controls 76 on any of the participating 
gaming machines 70 may operate all, or only a selected or randomly assigned number, of the 
displayed games of chance on each of the cooperatively linked gaming machines 70. Preferably, 
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the outcomes on each of the jointly played games are mutually displayed simultaneously on each 
of the cooperatively linked gaming machines 70. 

[0138] Players may also be assigned particular games on another player's cooperatively 
linked gaming machine 70 for which the player is accountable and/or primarily responsible for 
play. For example, games selected for mutual play could be assigned to each of four players 
(e.g., with three of the players being remotely located on linked gaming machines 70) by 
dividing the single display screens 72 into quadrants containing roughly equal numbers of 
games, with each player responsible for a particular quadrant. Alternatively, one player could be 
responsible for one type or class of game (e.g., one player could be responsible for video poker 
while another is responsible for keno, etc.). 

[01391 Credits or other awards won during the jointly played games could be 
apportioned, for example, with all winnings to the player who achieved the winning outcome and 
with no winnings posted to the joint players. More preferably, a specific higher percentage is 
posted to the player who produced the winning outcome with lesser percentages posted to the 
other joint players (e.g., a winning player in a threesome engaged in joint play may receive 50% 
of the winnings while the other two players receive 25% each). Alternatively, winning credits 
could be distributed evenly or in some other fashion determined by the players. A 
microprocessor of a server or other computing device linking each of the games may calculate 
the apportionments and send signals to the linked gaming machines directing the payment of the 
appropriate amount of credits. 

[0140] As previously described, various forms of interaction may also take place 
between the mutually played games on cooperatively linked gaming machines 70. For example, 
the players may jointly participate in multi-player variations of the games previously described 
herein. Thus, specific outcomes achieved by one or more of the jointly playing players may 
result in bonus games or complimentary games for one, some, or all of the jointly playing 
players. Various jackpots may be awarded for simultaneous winning outcomes of the same or of 
differing games of chance, with the largest awards paid for simultaneous winning outcomes 
achieved by each of the jointly participating players. 
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[0141] Multiple players on cooperatively linked gaming machines 70 may also jointly 
participate in the previously described game in which specific outcomes or winning levels are 
attempted in each of a plurality of games within a certain number of plays (or within a certain 
time period). In a preferred embodiment of the jointly played game, players acting as a team 
may each be commonly assigned a plurality of types and/or classes of games of chance for play. 

[0142] For example, each of the players on separate but cooperatively linked gaming 
machines 70 may be assigned the same blackjack game, video poker game, reel slot machine 
game, and keno game on their respective gaming machines. Each player would then play their 
own set of these games (e.g., in any desired order or simultaneously) until one of the players in 
the group achieves a specific outcome in at least type of game (e.g., blackjack). The game class 
or type with the specific outcome then "locks up" for each of the players, and the players are then 
given a predetermined number of plays or a predetermined time period in which to achieve a 
specific outcome in at least one of the remaining games. The achievement of a specific outcome 
by any jointly playing player in any of the remaining three games will cause that game to lock up 
for all the players, and the players are again given a predetermined number of plays or 
predetermined time period in which to achieve a specific outcome in at least one of the 
remaining games, and so on. If the players are able to jointly achieve required specific outcomes 
in all of the initially displayed games, the players may jointly share in a "grand prize" or other 
appropriate award. 

[0143] With further regard to joint play, one skilled in the art will recognize that the 
gaming machines of the present invention may be adapted for simultaneous play by more than 
one player physically present at the machine. As shown in FIG. 6, a gaming machine 170 may 
be configured with a single display screen 172 as previously described, except that two or more 
sets of player input controls 176a and 1766 are provided. While two sets of player input controls 
176a and 176ft are shown in FIG. 6, the provision of more than two sets of player controls are 
within the scope of the present invention. 

[0144] Player input controls 176a and 176ft allow two players to control and access 
games of chance, gaming information, gaming events, and other gaming functions available on 
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gaming machine 170. The operation and functionality of player input controls 176a and 1766 
may be configured in a variety of ways. For example, there may be a hierarchy of control among 
the player input controls 176a and 1766, or the controls may have equal priority and access to 
gaming machine 1 70. 

[0145] Preferably, player input controls 176a and 1766 will provide primary control 
over games and other types of "windows" to be operated on predetermined respective areas of 
single display 172. For example, single display screen 172 may be graphically divided into two 
halves 172a and 1726, with player input controls 176a and 1766 responsible for the operation 
and conduct of games or other windows as selected for display within the respective halves 172a 
and 1726. Separate wagering input components 182a and 1826, credit meters 184a and 1846, 
coin trays 186a and 1866, game selection buttons 177a and 1776, play buttons 178a and 1786, 
wagering buttons 179a and 1796, master start buttons 180a and 1806, and keyboard 181a and 
1816, etc., are contemplated in this embodiment. 

[0146] Still referring to FIG. 6, the games of chance selected for simultaneous play by 
each player in a multi-player configuration of gaming machine 170 may be of any of the variety 
of games previously described for play herein. The games of chance played by one player on 
gaming machine 170 may be played completely independently from games played by other 
players on gaming machine 1 70, or the games may be configured to be interactive with one 
another. 

[0147] In this regard, interactive methods of play as previously described are 
contemplated for use in this embodiment of the invention. In a gaming machine 1 70 configured 
for two players, for example, one or more selected outcomes by both or either of the players may 
lead to bonus games for the other non-winning player or for both of the players. Further in this 
regard, the games played by both players may be configured to be played simultaneously or 
sequentially, with simultaneous or sequential winning outcomes by either or both of the players 
triggering bonus games and/or randomly selected multipliers to be applied to the winning 
outcomes of one or both players. 
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[0148] In one preferred embodiment of a method of playing a game of chance 
according to the present invention, gaming machine 170 is configured as previously described 
for simultaneous play by two or more players who compete against each other on the same 
single display screen 172 (e.g., compete in a "mini-tournament" against one another). As one 
example, gaming machine 170 may be activated for play of a "winner-take-all" mini-tournament, 
wherein the players will simultaneously play one or more of a variety of games for a 
predetermined time period, at the end of which the winner will be the player with the most 
tournament credits earned. The players may enter the tournament, for example, after the input of 
a suitable entry fee. Upon completion of the tournament time period, some or all of the loser's 
credits won in the game and/or tournament entry fee may be automatically transferred to the 
winning player. 

[0149] The games of chance played by each player in the above-described mini- 
tournament may be the same games of chance or different games of chance. For example, 
gaming machine 170 may be configured such that one player may choose one type or class of 
game of chance, e.g., a reel slot machine game of chance, while a second player may choose a 
different type or class of a game of chance, e.g., video poker. The players may then 
simultaneously compete against one another, for example, with the player having the most 
overall wins in their respective game being selected as the "winner", with a transfer of some or 
all of the other players credits or tournament entry fee. This embodiment of the invention adds 
to player excitement by fostering competition between players in very close proximity to one 
another, and by allowing competition between differing "favorite games" of the respective 
players. 

[0150] Still referring to FIG. 6, players at a multi-player configuration of gaming 
machine 170 may opt to share in the wins and losses of all games played on the single display 
screen 172. For example, all wins on gaming machine 170 may inure to the mutual benefit of 
each of the players, with winning credits being evenly distributed to the credit meters 184a and 
1846 and/or coin trays 186a and 1866 of each player. In this embodiment, the input of amounts 
of casino-recognized currency into gaming machine 170 may similarly inure to the benefit of 
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each of the player, and thus be subject to wagering by any player playing gaming machine 170. 
Players at gaming machine 170 may simultaneously play multiple games of varying mutually 
concurrently displayed games of chance on single display screen 172, as has been previously 
described. 

[0151] Similarly, the players at a multi-player configuration of gaming machine 170 
may "team together" in regular tournament play to simultaneously play side-by-side and/or share 
in any tournament wins that might result. In this embodiment, the players may enter the 
tournament separately as individuals, or place multiple entries in a tournament as a "single 
entity" if the tournament permits such multiple entries. In the aspect of the embodiment where 
the players play side-by-side and share in any tournament wins, gaming machine 170 may be 
configured to distribute tournament winnings equally to the participating side-by-side players, or 
to apportion more of the winnings, e.g., to the player with more tournament wins. A similar 
payout scheme may result in an aspect of the present embodiment wherein the players place 
multiple entries in a tournament as a "single entity". 

[0152] It is specifically contemplated that play of the various games offered on a 
gaming machine according to the present invention may be enabled by wagering the same or 
different amounts. In other words, one game may be responsive to a fifty cent wager, while 
another may require a dollar per play. Since wagering in various denominations is facilitated by 
state of the art bill acceptors and credit, debit and smart card readers, the gaming machine may 
easily be programmed to permit a player to select a uniform denomination to be wagered on all 
of the games to be played, or different denominations for different games. 

[0153] The various embodiments of the present invention are designed to provide 
added excitement in gaming machine play in order to increase the enjoyment of players and to 
serve as an additional attraction to potential casino patrons. Advantages of the present invention 
from a casino patron's perspective include: use of the latest screen and microprocessor 
technologies for large screen, high resolution and simultaneous display of a number of differing 
games on a single display screen; the ergonomic appeal and convenience of having a multiple 
number of games, which may be the same or different games, mutually concurrently displayed 
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and mutually concurrently playable on a single screen of a single gaming machine; increased 
opportunities for wagering and winning on a variety of games; new types of games and wagering 
strategies offered by way of interaction of various game types which may be played 
simultaneously on a single screen; new tournament and team play possibilities, new features for 
sharing in a gaming experience with a remotely situated companion; and larger jackpots are 
made practical through the higher odds made possible by simultaneous or sequential outcomes of 
two or more games mutually concurrently playable on the single display screen. 

[0154] Advantages from a casino owner's perspective include: better space and 
resource allocation utilization since players wanting to play multiple games can now do so on a 
single gaming machine; increased wagers from players since wagers may be made on 
simultaneously played games at a single gaming machine; and an increased potential to attract 
players through new playing possibilities and new types of games. 

[0155] Although the present invention has been shown and described with respect to 
preferred embodiments, various additions, deletions and modifications that are obvious to a 
person skilled in the art to which the invention pertains, even if not shown or specifically 
described herein, are deemed to lie within the scope of the invention as encompassed by the 
following claims. For example, the present apparatus and methods of the present invention may 
be further applied to a variety of electronically simulated games, such as video arcade games or 
other games of skill or partially involving skill of a participant and, as used herein, the term 
"game of chance" includes those games which require or invite some element of player skill. 
One of skill in the art will also recognize that many of the embodiments disclosed herein are 
subject to implementation with electro mechanical, rather than electronically implemented with 
video display, games of chance. 
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